FIVE-OR-NINE FAN-TAN

Player who wins in any deal has points (described in Sec.
Se) deducted from his score. A player being stopped or
committing an irregularity has the points mentioned in
Sees. 3d and 5 added to his score. The first player losing his
entire score is the winner.

Many play that players receiving the fewest cards in the
deal must put a chip into the pool.

SIMPLE   FAN-TAN

In this game, players, cards and deal are as in regular
fan-tan. The player at dealer's left begins with any card,
not necessarily a seven. The players following in turn must
build higher in sequence on that card. If a player cannot
play a card, he pays a chip to the pool. If a player holds
more than 1 card in sequence, he continues to play, col-
lecting a chip from each other player for each card played.

Cards may be played "around the corner," i.e., in se-
quence past the king, Q-K-A-2, etc. The player who plays
the last card of a suit is then privileged to play a card to
begin a new suit. The player who gets rid of his cards first
collects the pool and a chip for each card other players hold.

FIVE-OR-NINE   FAN-TAN

In this game, players, cards and deal are as in regular
fan-tan. The first card played must be a five or a nine. The
first card played determines the layout for the deal. If it is
a five, the six or four may be played on either side of it. If
it is a nine, the eight or ten may be played on either side
of it.
The play otherwise is exactly as described in regular
fan-tan.
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